Measuring of the economic impact of a sector, in general, is very important to the neoclassical economy that traditionally focuses on how the use of economic resources may improve the economic benefits of the society.
National economic policies in market economies focus on creating growth in the economy, and the use of sectorial indicators helps explain what industries add to the economy. This is typically done by focusing on the value added to the economy, that is, the increase in wealth resulting from the activity (Picard and Toivonen 2004) .
In this perspective, in the last few years, studies focused on explaining the bond that exists between creative industries and economic growth have increased (Idris 2003; Park 2010; Barrowclough and Kozul-Wright 2008; Carayannis 2006 Carayannis , 2009 Del Giudice et al. 2013) .
In particular, a number of studies have documented the economic impact of copyright on national economies. In this context, many authors prove how the production of value of copyright industries exceeds that of traditional industries in several countries (Hummel 1989; Scheuch and Holzmüller 1989; Price 1989; Siwek 2004) .
A recent contribution has also measured the economic impact of the copyright industries in the USA, Europe and Ukraine using a comparative approach, highlighting the limits of Ukraine legislative measures with regard to the protection of copyright (Dudareva 2013) .
The results of these studies have generally been used to study the hypothesis according to which copyright is a powerful source of economic growth, creating jobs and stimulating trade (Van Der Noll and Poort 2011) . In this context, many authors conclude how the copyright is a stimulating instrument for economic growth (Towse 2010) . Watt (2013) states that the main objective of copyright protection is to achieve a balance between protection and consumption.
Other experts have concentrated on the impact of copyright industries on Gross Domestic Production (GDP) (Gantchev 2004) . For example, an empirical study highlights how intensive copyright industries represent approximately 5.7 % of the GDP of Singapore (Chow and Leo 2005) . In the USA, core copyright industries represent approximately 6.44 % of the GDP while the entire field of copyright affects the GDP by approximately 11.05 % (Siwek 2004) .
The majority of studies that exist on the importance of copyright industries adopt a basic method that consists in measuring the impact of copyright industries on GDP and on employment.
Some studies only include the export of copyright material (e.g. Siwe and Mosteller 1999) ; other count the trade balance for copyright and copyright-dependent industries, respectively (Allen Consulting Group 2001) .
The works protected by copyright and the industries that take advantage of these works provide an important contribution to the economy of developing countries. Furthermore, the topic of the protection of results of human knowledge through copyright is constantly developed and will continue to do so in the next few years.
In particular, this study will be carried out with reference to the Italian economy, for the year 2011.
In particular, the objective is to provide an answer to the following research question: what is the economic impact of the copyright industries in Italy?
In order to provide an answer, the paper will be structured as follows: In the first part, with the obligation of a summary, the main international best practices and the results of similar research will be referred to WIPO and French models. In the second part, two methods will be selected from the ones indicated in the best practices and will be applied to the Italian economy for the year 2011. Finally, as a conclusion, comparisons will be carried out between the two methods selected, with an identification of the main limits and possible future developments of research.
Literature review
In an analysis of the International best practices, reference is made to the theoretical background issued by the Word Intellectual Property Organization (WIPO), from the Office for Harmonization in the Internal Market and from France.
WIPO model
As indicated in the introduction, from 2003 the World Intellectual Property Organization (hereinafter also referred to as WIPO) issued guidelines based on international best practices, in order to elaborate methodologies aimed at measuring the economic contribution of the copyright industries on the economic system. These guidelines have been implemented by more than 40 countries.
The methodological approach adopted by the WIPO satisfies a dual requirement: it provides a classification of the industries operating in the field of copyright and quantifies the added value created by each category classified in 39 countries.
The WIPO methodology classifies copyright companies, dividing them between:
1. core industries; 2. non-core industries:
(a) interdependent copyrights; (b) partial effect copyrights; (c) support.
In particular, with reference to copyright industries, the core and non-core areas are identified: companies, that deal on an exclusive or priority basis, with the production, distribution, sponsoring and/or the sale of goods and services protected by copyright are classified in the core area; while those in the non-core area include companies connected, on various levels and for different reasons, with organisations connected to the core dominion.
On the basis of this classification, the WIPO guidelines annually measure the economic impact of copyright-based industries, with reference to contribution to the GDP and to employment.
On the basis of the last elaboration available, it can be seen that core copyright industries from all of the 39 countries observed contributed to having an impact on added value with an average quota of 5.26 % and on employment on average of 5.49 %.
First of all, it can be seen how, for 2013, contribution to the GDP and to employment in the copyright industries can be attributed more and more to the core dominion, approximately 54.4 % against 45.7 % attributable to the non-core dominion.
As far as the contribution of copyright industries to employment is concerned, similar proportions can be found: the core dominion, in reality, contributes to approximately 52.4 % of the workforce against 47.4 % of the non-core dominion.
French model
In France, the economic impact of the culture and creative sector has been the subject of quantitative research, resulting in the Report "Panorama Economique des Industries Culturelles et Creative en France", drawn up for the first time in 2013, in the field of the larger project "France Creative".
The paper originates from the economic policy strategy shared by the French government, related to cultural and creative industries as a concrete opportunity for the future economic development of the country, also by virtue of the Communication of the European commission of 26th September 2012, recommending that the member countries "develop the cultural areas to promote the creation, growth and employment of the European Union".
In this context, France has drawn up an initial report representing the state of the art. In 2011, the cultural and creative industries of France generated a turnover that, on a general level, amounted to more than 74.6 billion Euro.
In particular, approximately 80 % of the total can be attributed to the main sectors of the production chain and the remaining 20 % to indirect sectors.
In general, the methodology adopted by the French report classifies the cultural and creative dominion into nine macro-sectors:
1. graphics and visual art; 2. music; 3. live entertainment; 4. cinema; 5. television; 6. radio; 7. video games; 8. books; 9. press/newspapers/magazines. These sectors, according to their contribution to the creation, production and distribution of goods and cultural and creative services, are classified in the direct sector (core) or indirect sector (non-core).
With reference, however, to the general impact of companies of the cultural dominion, in 2011, approximately 1.2 million were employed in France, representing almost 5 % of the workforce employed in the entire country.
In particular, it can be seen that 92 % of the employed are classified in the direct sector and only 8 % find employment in indirect sectors.
Industry level analysis report: European Union
Due to the objectives defined by the 10-year programme Europe 2020, innovation is one of the basic strategies adopted by the European Union to favour the growth of the country.
In this regard, promotion of the virtuous cycle, that starts with investments in research and development and has a positive effect on the creation of employment, added value and social wellness, is considered extremely important.
The result of this process depends, as highlighted, on a whole range of factors with the efficient management system of intellectual property playing a main role.
In this regard, the Office for Harmonization in the Internal Market (OHIM), represented by the European Observatory on Violation of Intellectual Property and by the European Patents Office, has decided to draw up a study, in collaboration with the European Commission, to measure the economic impact of companies based on intellectual property (here below also indicated as companies from the cultural dominion), with reference to employment and the creation of added value.
The study was carried out on 27 countries from the European Union and included the period ranging from 2008 to 2013.
In the vastness of the reference dominion, the report adopted a classification of the copyright industries, distinguishing them in terms of:
• companies mainly based on brands;
• companies mainly based on patents;
• copyright-based companies; and • geographic protection based companies.
Starting with aggregate data, it is interesting to carry out stratification with reference to the contribution to added value and to the GDP.
Considering the intensive copyright companies in general, in 2012 they contributed to the generation of a turnover in volume of approximately 4,735,262 million euro, representing 38.56 % of the total GDP of Europe with 27 countries.
In particular, with regard to the impact on added value, the greatest contribution is provided by companies with a strong concentration on brands (33.9 %), following by companies focused on patents (13.9 %) and design (12.8 %). However, the copyrightand geographic protection-based companies affect the GPD of the European Union in a smaller measure, respectively, by 4.2 and 0.1 %.
With reference to the contribution to employment, it can be seen that companies based on intellectual property contribute to the creation of approximately 26 % of the total labour force, corresponding to approximately 56 million jobs.
In particular, the companies concentrated on brands offer the most consistent occupational quota (equivalent to 20.8 %). Companies based on design follow with the creation of jobs (12.2 %); companies based on patents (with a quota of 10.3 %); copyright-based companies (3.2 %) and, finally, geographic protection-based companies (in the percentage of 0.2 %).
The intensive copyright sector in Italy contributes, however, to the creation of a European GDP of approximately 3.7 % and a quota of employment of approximately 2.4 %. In this regard, it is important to highlight a coinciding trend between the economic contribution (on a European level of 27 countries) of the Italian intensive copyright industries and of Hungarian industries.
This similarity justifies the fact that, later on, to assess the economic impact of the Italian industries of intensive copyright, with special reference to quantification of the weight of economic activities with partial incidence and support, reference will be made to the criteria adopted by Hungary, based on the average factor and illustrated in the document called "The Economic Contribution of Copyright-Based Industries in Hungary" (WIPO 2005) . Table 1 shows the different methods to assess the economic impact of copyright industries grouped by year and number of countries applying them.
Results and discussion: WIPO vs French model
Before proceeding with the empirical application of the method elaborated by WIPO in 2003 called "Wipo Guide on surveying the economic contribution of the copyright-based intensive"-hereinafter also referred to as the WIPO method and the model included in the recent French study called "1er Panorama des industries culturelles et créatives. Au couer du rayonnment et de la competitivité de la France"-hereinafter also referred to as the French model, it is important to clarify the following points:
1. the collection of official data related to economic activities included in copyright has been carried out, considering the entire Italian territory; 2. the period in question is the year 2011; 3. the collection of official data related to Italian economic copyright activities has been carried out with access to the official websites of the Central Institution of Statistics-ISTAT, and Europstate of the United Nations Statistic Divisions; and 4. therefore, an empirical observation welcomes the Italian classification for Ateco 2007 activities, including the four digit Ateco codes, up to the fourth figure of detail. These figures are updated to 2011.
The WIPO method
For purposes related to application of the WIPO method, we have repeated the same criteria of the definition of boundaries for Italian intensive copyright companies in the field of copyright. As already indicated in the literature analysis, the WIPO definition classifies the copyright industries into four groups: 1. core copyright (press and literature; music; theatrical productions; operas; motion pictures and videos; radio and television; photography; software and databases; visual and graphic arts; advertising service; copyright collecting societies); 2. interdependent copyright (TV sets; radio; VCR's; CD players, DVD players, cassette players, electronic game equipment and other similar equipment; computers and equipment; musical instruments; photographic and cinematographic instruments; photocopiers; blank recording material; paper); 3. partial copyright industries (apparel, textiles and footwear; jewellery and coins; other crafts, furniture; household goods, china and glass; wall finishes and carpets; toys and games; architecture, engineering, surveying; interior design; museums); and 4. non-dedicated support industries (general wholesale and retailing; general transportation; telephony and internet).
In particular, compared with the economic contribution, the WIPO model recognises in the core industries a percentage of 100 % and a variable percentage to the non-core industries (Interdependent, Partial and Non-dedicated). Therefore, in this study, we will assume that the core copyright industries provide a 100 % contribution to the economic impact of copyright. In line with similar studies that follow the WIPO guidelines, the interdependent copyright industries will also be applied the percentage of 100 %.
However, the partial and non-dedicated copyright industries will be applied the same percentages of a study carried out in Hungary, that applies the WIPO guidelines called "The economic contribution of copyright industries in Hungary. The 2005 Report", as indicated in Table 2 :
Considering all of the above, we have applied the percentages indicated and we have reached the definition of the economic impact of copyright industries in Italy for the year 2011.
Data related to the core copyright industries include, perfectly aligned with the WIPO method, the following activities: -publishing; -music; -productions and theatrical works; -cinema and video; -radio and television; -photography; -software and database; -graphic and visual arts; -publicity services; and -copyright collection companies.
The added value produced by all of the core copyright industries for the year 2011 amounts to Euro 59,272,249,000, while the total number of employees in this field is approximately 1,071,247. Table 3 provides a detailed illustration of each single data. It is important to point out that the collecting companies are now shown in the table as the value of economic activities included in them is zero. Table 3 immediately shows how the activities with the greatest incidence on the production of added value of the dominion of core copyright are: radio and television, software and databases, publishing, musical productions and theatrical works.
However, with regard to the contribution to employment, we must highlight the industries of publishing, software and databases, music, productions and theatrical works as well as radio and television.
Interdependent industries include the following fields:
-components (TV, radio, CD players, CD's, DVD's, electronic games equipment and other equipment); -computers and equipment; -musical instruments; -photographic and cinema instruments; -photocopiers; -recording material; and -paper.
The added value produced by all of the interdependent copyright industries in Italy for the year 2011 amounts to euro 30,862,379,000 while the number of employees is 621,219. Table 4 illustrates each single figure in detail: With regard to the contribution to the production of added value and the contribution to employment, the industries of photographic and cinema instruments, components and paper stand out from all of the rest.
However, the field of partial incidence industries includes the following sectors:
• clothing, textiles and footwear;
• jewellery and coins;
• other connected activities;
• furniture;
• home objects, porcelain and glass;
• wall coverings and carpets;
• games and toys;
• architecture, engineering;
• interior design; and • museums.
Partial incidence industries in 2011 in Italy generated an added value of euro 3,695,700,000, with 89,445 employees. Table 5 illustrates each single figure in detail: After attentive reading we can see how, compared with the production of added value and employment, the industries operating in the field of architecture and engineering, games and toys and furniture, stand out from all of the rest.
Finally, the fields of companies supporting copyright include wholesale and retail industries, transport, telephones and internet.
In Italy, in 2011, the contribution of non-dedicated industries to added value is euro 6,962,219,000 with 156,563 employees.
It is important to point out that the copyright factor identified for this field is 5.7 %; considering this, Table 6 indicates the turnover of industries supporting copyright in Italy for the year 2011.
The French method
Subsequently, in line with the objective of this contribution, an estimate has been made of the value of the economic impact of copyright industries in Italy with the alternative method, based on recent research carried out in France by the company Ernst & Young called "1 Panorama des Industries Culturelles et Créatives, Au Couer du Rayonnement et de la Competitivitè de la France".
In particular, the French study carried out in 2013 has been re-proposed to the Italian industrial system, that classifies the copyright dominion into nine sectors: graphic and plastic arts; music; live entertainment; cinema, television, radio, videogames, books, press. In order to apply the methodology of the French model to the industrial reality of Italian copyright, some adjustments have been made: in particular, the Ateco 2007 economic activities have been classified into six groups:
(a) visual arts, music and live entertainment; (b) cinema, film and video; (c) radio; (d) television; (e) videogames; and (f ) books, press, newspaper and magazines.
For an estimate of contribution to added value and employment, each one of the six sectors has been divided up even further into direct and connected activities. Here below a description of the activities included in each sector is provided together with clarifications on the activities considered direct and the ones considered connected. The method with which the distinction between direct and indirect activities has been performed, in general terms, has been inherited from the French study.
(a) In our study the field of visual arts coincides with the definition provided by the French study, excluding subsidies by the Government. To be more precise, the field of visual arts includes artistic and professional activities; they also include proceeds of authors of visual arts (painters, sculptors, graphics), craftsmen and employees belonging to the field of art. Furthermore, it also includes activities of architects, design, photographers, art merchants as well as proceeds deriving from museums.
However, the sale of material for professional photography, activities connected with the organisation of art fairs and exhibitions, the sale of art books and comics and copies for private use are all considered as connected activities.
In the field of music the following are attributed: the sale of recorded music, proceeds from phonographic and music editors, activities related to music entertainment (contemporary and classical) as well as television, radio and disco activities with regards to the diffusion of music. Activities related to sector exportation and costs related to public teaching of music in conservatories are considered as direct.
However, connected activities are considered those deriving from the market of instrument and accessories for the sector, the sale of audio material, proceeds from specialised musical publications, activities related to copyrights on connected markets and contributions to private copies through connected supports. Finally, the field of live entertainment (in line with the methodological definition of the French study) includes activities related to live entertainment (dance, theatre, music, circus arts) as direct activities and all services generated from live entertainment (consumptions, accommodation, other tourist related services and bookings etc.) as connected activities. Table 7 illustrates in detail all data related to the sector of visual arts, music, live entertainment according to the number of companies, turnover, added value and number of employees.
(b) The field of cinema, in line with the definition of the French study, includes proceeds from cinemas, pre-sales and co-productions of TV channels, as well as the contributions provided by foreign co-producers and proceeds from publicity and sales for export.
The sale and hiring of films in DVD-Blu-Ray and activities related to video-on-demand are included.
In particular, activities related to specialised cinema press, the production and sale of video equipment and material are considered connected. Furthermore, proceeds related to the sale of copies for private use through smartphones and tablets are included. Table 8 illustrates, in detail, all data related to the sector of cinemas according to the number of companies, turnover, added value and the number of employees.
(c) The radio sector, in accordance with the French study, is attributed in a direct manner, all publicity proceeds and contributions provided to the public audio-visual field; however, indirectly, the sale of audio material. Furthermore, for Italy all activities deriving from satellite telecommunications and from other telecommunications are included. Table 9 below illustrates in detail all data related to the field of radio according to the number of companies, turnover, added value and the number of employees.
(d) In the field of television, in the definition of the French study, proceeds from TV channels, the sale and hiring of DVD's in Blu-Ray and video-on-demand as well as sales related to sector exports, are attributed. To repeat the study in Italy, satellite tele- communication activities and other telecommunication activities have been included. However, activities with a connected impact include satellite telecommunications and other telecommunication activities. Table 10 illustrates in detail all data related to the field of television according to the number of companies, turnover, added value and the number of employees.
(e) In the methodological definition of the French study, the field of videogames includes games for game halls, lap tops, on-line, for computers, for mobile phones and for exportation of videogames. However, proceeds deriving from the sale of components for videogames are included in a connected manner. Table 11 below illustrates in detail all data related to the sector of videogames according to the number of companies, turnover, added value and the number of employees.
(f ) An analysis of the economic impact of the fields of books, press, newspapers and magazines for Italy generally follows the definition of the French study. In particular, the sector of books may be attributed the edition and sale of printed and digital 16, 347 18, 158, 636 19, 204, 580 6, 192, 948 3, 065, 847 2, 216, 466 79, 830 Connected 29, 349 22, 585, 592 15, 089, 735 4, 974, 057 3, 021, 518 2, 184, 276 109, 055 Total 45, 696 40, 744, 228 34, 249, 315 11, 167, 006 6, 087, 365 4, 400, 742 188, 885 books, sales related to exports while, in an indirect form, the sale of digital reading supports of magazines and newspapers have been considered.
This group has allowed for an estimation, in Italy, of the added value per field in euro 15,241,248,000, euro 11,730,762 ,000 of which of direct added value and euro 3,510,486,000 of connected added value. The number of employees, however, generally amounted to 300,156, of which 235,423 employees belong to direct economic activities and 64,733 employees in connected economic activities. Table 12 illustrates in detail all data of the sector in question. Application of the French method allows for the implementation of a classification of the Italian production activities compared with the contribution of added value and the occupational offer. Table 13 in a decreasing order, summarises the estimates of Italian copyright companies for the year 2011.
Application of the French model to Italian intensive copyright industries allows us to conclude that the total number of employees, for 2011, is 3,128,458, while the total added value produced is equivalent to euro 128,001,422,000.
As a percentage, the added value of intensive copyright industries corresponds to approximately 8.1 % of the Gross Domestic Product.
Conclusions
The study carried out allows us to reach a whole range of conclusions.
Initially, the current importance of copyright in the economy of knowledge has been highlighted. However, as seen, from an economic point of view, the analysis carried out by the field of copyright needs to measure the economic impact on the reference system, in line, with international trends.
Based on these theoretical premises (with the obligation to provide a summary and without the pretention of being exhaustive), reference is made to the main best practices that currently exist with which it is possible to measure the economic contribution of intensive copyright industries. However, as is clearly known, each quantity-related method can only be tested in practice.
Therefore, in the last part of the study, we have carried out the empirical application of the two methods indicated for an estimate of the economic impact of intensive copyright industries in Italy.
In particular, we have decided to repeat the Wipo method and, subsequently, a recent method elaborated in France by the company Ernst & Young.
From the empirical application of the two methods, it can be seen that the added value of Italian copyright industries for the year 2011 is equivalent to euro 100,792,546,000 on the basis of the WIPO method, against the euro 128,001,442,000 resulting from application of the French model. Therefore, a difference between the two methods can be seen of approximately euro 27,208,896,000. An estimate of the number of employees in Italian copyright-intensive industries in 2011, according to the WIPO layout, is approximately 1,938,473 against 3,128,458 employees deriving from application of the French model. Therefore, a difference can be found between the two methods of approximately 1,189,985 jobs. In each case, both results allow for the appreciation of the current contribution of the copyright industries in the Italian economy and this information may turn out to be useful in the context of reorganisation of the copyright legislation, or in investment policies and occupational policies on a macroeconomic level. However, the differences in quantities focus attention on the random nature of the methods in question.
The results of our analysis show that the copyright industries have a great impact on the aspects related to the economic growth, labour market and country development.
This job also will support the existing literature on the economic impact of copyright by analysing this issue in the Italian setting. To the best of our knowledge, only a handful of studies have explored the economic impact of copyright industries in Italy. However, this study suffers from many limitations. The first limitation lies in the fact that the analysis has been confined to 1 year only. Second, the study suffers from the inherent limitations of the WIPO and French methods. Considering all the above, future research directions should include extending the time horizon of the analysis as well as devising an experimental method to assess the economic impact of copyright-intensive industries.
Methods
The research utilises a multi-method approach based on a qualitative and quantitative investigation, with the aim to assess the economic impact of copyright-based industries in Italy.
The analysis is structured on two levels. In the first level, we analyse the international best practice used for the evaluation of the economic impact of copyright-intensive industries. In the second level, by utilising a quantitative method, we try to measure the economic performance of copyright-intensive industries with reference to Italy.
The year selected for the survey is 2011, since it is the most recent year with comprehensive data.
In order to assess the economic impact of copyright-based industries, the study adopts The activities and industries which produce creations protected under copyright law and the industries that utilise such products are important economic factors that should be assessed as they generate value added.
The methodological guide published by WIPO defines also four industry categories and a different impact of them.
These four industries are core copyright industries, interdependent copyright industries, partial copyright industries and non-dedicated support industries.
